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ABSTRAK 
                       Pada masa ini, terdapat banyak aplikasi autisme yang telah dibangunkan 
untuk pengguna Android dan iOS yang boleh dipasang di gedung Play Store dan Apple. 
Permohonan itu adalah untuk membantu kanak-kanak autisme dan juga sebagai alternatif 
untuk ibu bapa bekerja sepenuh masa dan ibu bapa berpendapatan rendah. Walau 
bagaimanapun, aplikasi sedia ada yang telah dibangunkan sangat terhad dalam modul 
pembelajaran. Oleh itu, ibu bapa mereka perlu memuat turun lebih banyak aplikasi 
autisme untuk memberikan pendedahan pembelajaran lebih banyak tetapi pada masa 
yang sama ia akan menjejaskan storan telefon mereka. Selain itu, terdapat beberapa 
modul yang ibu bapa perlu membayar untuk kanak-kanak autisme mereka untuk 
meneruskan proses pembelajaran. Aplikasi yang sedia ada untuk pembelajaran tidak 
hanya dibangunkan dalam platform pendidikan tetapi juga sebahagiannya dibangunkan 
dalam platform permainan. Ini akan menjadikan kanak-kanak autisme bukan sahaja 
belajar tetapi pada masa yang sama bersenang-senang menggunakan aplikasi ini. Selain 
itu, aplikasi yang sedia ada tidak mempunyai aktiviti atau kuiz untuk mengukur 
pemahaman dan kemajuan kanak-kanak dan bukannya mempunyai markah. Oleh itu, 
projek ini akan direka untuk meningkatkan aplikasi sedia ada yang wujud di pasaran. 
Aplikasi Pembelajaran Berkesan untuk Autisme Spectrum Disorder (AELA) adalah salah 
satu aplikasi pembelajaran melalui platform permainan. Ia akan memberi tumpuan 
kepada membangunkan aplikasi mudah alih dalam pendidikan untuk kanak-kanak 
autisme yang mempunyai pelbagai modul untuk menjadikan anak-anak lebih memahami. 
Objektif projek ini adalah untuk mengkaji aplikasi autisme berkaitan dan mencari idea 
untuk memperbaikinya, untuk membangunkan aplikasi mudah alih modul pembelajaran 
melalui permainan untuk kanak-kanak autisme dan untuk menilai fungsi tujuan aplikasi 
mudah alih untuk pengguna android. Selain itu, metodologi yang digunakan dalam 
pembangunan AELA adalah Pembangunan Aplikasi Rapid yang memenuhi fasa 
keseluruhan secara keseluruhan untuk membina aplikasi yang boleh digunakan oleh 
kanak-kanak autisme. AELA dibangunkan dengan menggunakan platform Unity. 
Aplikasi ini membantu kanak-kanak autisme meningkatkan pengetahuan mereka dengan 
mempunyai pelbagai modul. Selain itu, mereka bukan sahaja belajar tetapi pada masa 
yang sama bersenang-senang menggunakan aplikasi itu. Permohonan AELA berjaya 
dilaksanakan dan hasil UAT dapat diterima. 
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ABSTRACT 
                  For the time being, there are many autism applications had been developed for 
Android and iOS users which they can be installed in Play Store and Apple store. Those 
applications are to help the autism kids and also as an alternative for full time working 
parent and middle low-cost income parent. However, those existing applications that has 
been developed is very limited in learning module. So, their parent needs to download 
more autism application to give more learning exposure but at the same time it will affect 
their phone storage. Furthermore, there are some of the module that parents need to pay 
for their autism kids to continue the learning process. The existing application for 
learning does not only developed in education platform but also some of them are 
developed in gaming platform. This will make the autism kids not only learning but at 
the same time having fun using the application. Apart from that, the existing application 
does not have activity or quiz to measure the kids understanding and progression instead 
of they should have a scoring. Therefore, this project will be designed to improve the 
existing application that are existed in the market. An Effective Learning Application for 
Autism Spectrum Disorder (AELA) is one of the learning applications via gaming 
platform. It will be focus on developing a mobile application in education for autism kids 
which have variety of module to make the kids more understanding. The objective of this 
project is to study the related autism application and find the idea to improve it, to 
developed a learning module mobile application via game for autism kid and to evaluate 
the functionality of the purpose mobile application for android user.  Besides that, the 
methodology that used in AELA development is Rapid Application Development which 
meet the overall fast phase to build the application that can be use by autism kids. AELA 
is developed by using Unity platform. This application helps autism kids increase their 
knowledges by having a variety of modules. Furthermore, they are not only learning but 
at the same time having fun using the application. AELA application is successfully 
implemented and result of UAT can be accepted. 
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CHAPTER 1 
 
 
 
INTRODUCTION 
 
1.1 INTRODUCTION 
Autism is a continuous and permanent disorder of brain development. The name 
of the autism itself comes from the Greek word autos which mean ‘own’ and according 
to Bleuler, autism means ‘escape from reality’. According to The Diagnostic and 
Statistical Manual of Mental Disorders, 5th Edition (DSM 5), autism is also categorized 
as a psychiatric illness and is known as ‘Autism Spectrum Disorder’ (ASD). The term 
“spectrum” reflects the wide variation in challenges and strengths possessed by each 
person with autism. Kid who have this ASD disease will have problems from social 
media, verbal or nonverbal communication and behaviour issues and can be detected as 
early as two or three years old.  
A child with ASD who is very sensitive may be greatly troubled and sometimes 
even pained by sounds, touches, smells or sights that seem normal to others. Kids who 
are autistic may have repetitive, stereotyped body movements such as rocking, pacing or 
hand flapping. They may have unusual responses to people, attachments to objects, 
resistance to change in their routines or aggressive or self-injurious behaviour. At times 
they may seem not to notice people, objects or activities in their surroundings. Some kids 
with autism may also develop seizures and in some cases, those seizures may not occur 
until adolescence. Autism is not an infectious disease, but still has no cure.  
PERMATA Kurnia is an early intervention centre for autism children under the 
Permata Division, Prime Minister’s Department. PERMATA Kurnia was established 
aimed at raising public awareness of autism. Among the services provided are early 
2 
intervention services for children with autism. In addition, PERMATA Kurnia also helps 
empower parents and train also educate the community on evidence-based strategies to 
helps individuals with autism. Unfortunately, this intervention centre is only at certain 
places and very limited. This cause difficulties to the family who are living at rural area 
to get early intervention for their autism kids.  
There are some applications has been developed for Android and iOS users which 
they can be installed in Play Store and Apple store. Those applications are to help the 
autism kids and also as an alternative for full time working parent and middle low-cost 
income parent. However, those existing applications that has been developed is very 
limited in learning module. So, their parent needs to download more autism application 
to give more learning exposure but at the same time it will affect their phone storage. 
Furthermore, there are some of the module that parents need to pay for their autism kids 
to continue the learning process. 
The existing application for learning does not only developed in education 
platform but also some of them are developed in gaming platform. This will make the 
autism kids not only learning but at the same time having fun using the application. Apart 
from that, the existing application does not have activity or quiz to measure the kids 
understanding and progression instead of they should have a scoring. Therefore, this 
project will be designed to improve the existing application that are existed in the market. 
An Effective learning Application for Autism Spectrum Disorder (AELA) is one 
of the learning applications via gaming platform. As early learning exposure about shape, 
color and number which developed for autism kids. It will be focus on to developing a 
mobile application on education for autism kids which have variety of module to make 
the kids more understanding. This application is also aimed to helps users especially 
autism kids to understand some term in English language.  
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1.2 PROBLEM STATEMENT 
      An existing autism application for learning are been developed in education 
platform and gaming platform. Currently, those existing applications has limited learning 
module which the autism kids will have their limitation in learning same thing repeatedly. 
The limitation of the existing application will make the autism kids not to expose many 
things. In additional, some of the application were developed not focus to the autism 
learning syllabus.   
1.3 OBJECTIVES 
Based on the problem statement, the objectives of the proposed application are: - 
i. To study the related autism application and find the idea to improve it.  
ii. To develop a mobile application via game based on module learning for 
autism kids.  
iii. To evaluate the functionality of learning application for autism kids. 
1.4 SCOPE 
The main scopes of the project are: 
i. System User: Autism kids two to six years old. 
ii. System Functionality:  
a) Shape Module 
b) Color Module 
c) Number Module 
iii. Hardware and software 
a) Hardware: Using a laptop with specification windows 7 and above as 
hardware to develop and design the application. 
b) Software: Unity Platform. 
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